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Not So Easy.

YDU may try this puzzle (if you

don't first look at the answer
diagram) by marking with pen-
oll on the upper drawing. Later you
oan mark a square plece of paper ac-
eording to the diagram and hand It
with a pair of scissors, to some friend
and let him try it.
The square cepresents a square
piece of paper upon which twelve
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il ciroles have been drawn, It Is
scessary, in order to solve the puszie
cut the square into four parts, all
§f the same size. Each part must
®ontain three of the little clreles,
The lower diagram shows just how
e square should he ent.

Ciip Oul; Paste on Cardboard or Heavy Paper and Save Wilh Olhers for Bma'mg in a Book

dd:s WEEKEND TRICKSwPUZZLES {

Black to Move—and Win

Another Knotty Checker Problem by “‘Gentleman Jack’’ 0’ Brien

HI8 s the
fourth and last
of the wseries

of knotty ohecker
problema given to
Evening Werld
Readers by Checker
Wizard O'Brien.
Note the spparent
superiority in posi-
tion and strength en-
joyed by WHITE.
But let BLACK have
filrat meoeve and
W HITE thereafter
oannot win—that is,
if BLACK'R move is
the right one,

What this move
should be and how it
works out Mr.
O'Brien will show us
next Baturday.

The solution to last
Baturday's problem
ie illustrated at the
bottom of this page
to-day.

(Copyright, 1998, Wy Jack O'Brien, All Rights Reaerved).

Another Mind-Reading Trick.

CURIOU8 trick of alleged
A “‘mind reading” cean be per-
formed wherever and whanever

two dice can be obtained.

Ask a spectator to throw the dies
and to notice which spots are throwe
—that s, which spots are uppermost.

Ask him to-double (mentally) the
sumber of spota upon one of the dice.
Then he 18 to add five, multiply, the
sum by flve and add the number of
spots apon the other dice.

He is to tell you the result of his

The Square Puzzle.
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(PIECES
L1KE THIS

SOLUTION

H1S puzzle, which can be made
o a few minutes, will provide
considerable entertalnment for
wour puﬂo—lov‘ln‘ fdmd- You will

The Bewitched Dime,

WO nickels, u dime, o wineglass

I {if you ean find obe nowadays)
and the “know-how.”

Ariange them on the table aa in the

Rustration, The dime s directly
under the atem of the glass,

The problem is to get the dime from
nder the glass without lfting the
luss

There must be & cloth cover on Lhe

#able, Flace your forefinger on the
eover divactly Im front of the dime
tlni gently pick at the table cover

ih your fingar tip. The dime will

prwer you by slowly moving toward
0, Ho!f a origute’s work and the
lme '« ol pud e pusale solvesd
~,

have to get your entertninment out of
watching them try to solve It a8 you
ean hardly avold sceing the diagram
that provides an easily remembered
keoy to the solution.

The first thing to do {s to cut from
cardboard elght squares, each one
Inch mguare. Be sure that the cor-
ners are frua, A little inaccuracy
will make the puvzle imposasible of
solution. Cut four of these squAred
into halves along the diagonals, You
will now huve four one-lnch squares
and  elght right trianglea llke those
shown in the Nustration.

The problem |s to form, using the
twelve pleces, a perfect mquare.

The large diagram shows bow ibhe
pleces should be arrunged

ealculations.

Immediately you will tell him the
number of epots on each dice.

This 1a an unusually effeclive ex-
ample of the class of arithmetical
fricks that are known as ‘‘hiddan
mumber tricks' because two numtérs
are concerned and because the mum-
ber the spectator gives the pere
former bears no apparent relation to
fhe numbers thnught of—the spots on
the dice,

Howsver, if you will sublract 2B
from the number the apeclator glves
Yyou, you will know the spots on tha
dics. The right digit In the remainder
will be the number of spots on one
of the dice and the left digit will be
the number of spots on the other,

Try it and see, Then try to fign «
out why the trick always works

The Hundredth Match.

HIS Is & game" played with one

T' hundred matches, toothpicks or

other counters, You will take

Afty of them and your opponent will
take Afty,

The game is played In this mannher:

Your opponent pi any number
of matches he desires, not exceading
ten, on the table and calls the num-
ber.  You place any number on the
table and call the number. adding It
to the number already there. The
Important thing for both to remember
fs that not more tham ten matohes
be played at one time,

For example:

Your opponent mav  play  eight
matches and call

"Eight!"

You may play six matches, saying:

“8lx more, making fourteon!"

You continue the .play In turn.

The winner of the game i5 the
player who plays the one hundredth
match,

Beems fair enough? It Ism't., It Is
® swindle game. No matter how care.
fully your opponent plays, you are
sure to win. Although the example
provides Lhat your epponent play Arst,
this is not necessary.

Play your matches eo that you play
the thirty-fourth, forty-fifth, 0fty-
aixtli, =ixty-seventh or seventy.eighth
match. The more skiiful you become
the longer you may defer your play
for u key number. Each, you will
observe (in order to keep the key
numbers better In your memory), s
one more thyn a multiple of eieven.
When you reach one of the key num-
bers, observe the number your oppo-
nent next plays. Then play cnough
more to make eleven.

Continue, always playing enough to
make, with your opponeat’s play,
eleven and you will be able to play
the ecighiy-ninth match. The best
that your opponenf can play Is ten,
g0 you will be able to pluy the one
hundredth match and win,

1f either player exhausts his supply
of matches, it Is permitted to add to
hia store from the matchea on the
table,

The Magnetized Match.

‘WO matches are placed on the
table in the form of a cross.
The performer shows another
matah which he declares s o mateh
magnet. Using it as he would if it
really were a magnet and one of the
omtohes a needie, he cauvees the
matches to justify his trust in them,
The uppar match (n the crosa acta
wery much as if &t were & bIt of steel
and the mateh the performer holds &
real magnet.
However, it ta all just a trick and

the (Mustration may
method. The trick must be done very
seriously, however, In order that
everything may seem to Le just what
it is not.

While pretending to "attract" one
and of the wpper match with the one

he holds in his band, the performer
gently blows agaln the other end. This
enuses the end nearest the mateh he
holds to move townrd {t as if IL were
magnetized.

Practice it a little, You'll find thaw
it Is a trick well worth knowing.

betray the

ANSWER TO LAST SATURDAY’'S CHECK ER PROBLEM
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J—BLACK Ne. | moves ae shewn, fereing
WHITE Ne. t ts jump,

wn, fercing 3—BLACK Xo, § meves. All WHITES bhat
e caunet meve, and thatl sue In trapped.

~

S—



